Can You Do This Maze? 
Follow the red roadway 

to the door of the 
Astro Inn. i 


(Hint: Only one of the three 
space-docks gets you there!) 


L3NdY BrrT S60 
SGALULS GAxXIWKx: 


A) “Fo Head" Gro 

Hints (jg stat 

Remove and hey pee 00 d 
a t As 3 poon and 


B) "Fatt Head” 
D pHa & 
trode. 


j ny 
Pen also available SB i f 
separately. 4 > À ‘A greot new collection of wild stick 
i IM; completa set to date. Includes 100 differe 


Stickers, 200 Color-Your-Own Stickers, 100 Letter Stickers, 
24 Page Album (size 4” x 8"), Fold-Out Wallet, Sticker 
Button, plus an 8 Color Pencil Crayon, 
300 Different Stickers Net Shown) ..$3.00 
A collection of old favorites: Hearts, Unicorns, Rainbows, 
etc. 150 Color plus 150 Color-Your-Own Stickers. 
Send To, Pineapple, P.O. Box 69, Buffalo, N.Y., 14222 
Print Full Address Allow 4-6 Weeks Delivery, Expiry Date Fob. 88 


Fatt Heod Grow Balls 
Fatt Hood Collectors Set 


C Small Notes” osaan asea S300 D) "What's H Pad sasa AO 
Cont Pn Dan Dal uota ad oa aaa A HE daa igs! Mi 


Publisher 
Nina B. Link 
Editor 
Jonathan Rosenbloom 
Art Director 
Al Nagy 
Senior Editor 
Richard Chevat 
Managing Editor 
Aura Marrero 
Associate Editors 
Russell Miller 
Elien Rudolph Mednick 
Assistant Art Director 
Jo Lynn Alcorn 
RESEARCH 
Research Director/Publications 
Dr. Istar Schwager 
Field Research Coordinator 
Tony Wilsdon 
BUSINESS 
Vice President/General Manager 
Bill Hitzig 
Business Manager 
Julie K. Andersen 
Circulation Director 
Kathleen O'Shaughnessy 
Promotion Manager 
Elizabeth McNamara 
Subscription Manager 
June Wick 
Production Director 
Carlos N. Crosbie 
Production Manager 
Kathy Lee 


ADVERTISING SALES 
Advertising Director/ Magazine Group 
AI DiGuido 


Advertising Sales Managers 
il DeLott 


Lori Beck Golden 
Advertising Representative 
Karen Siege! 
Advertising Coordinator 
Nancy C. Stewart 
ADVISORS 
Dr. Gerald $. Lesser 
Professor, Harvard Graduate 
‘Schoo! of Education 


Featuring This Month 


4 Get Lost! Designing 
one eon, Amazing Modem 
Dr. Jearl Walker Mazes 3 
civan Sate UNa Siy 42 Code Busters: 
Pret. The Secrets of 
AERTS KE OFFICE Mixed-Up Messages 
vido 
e ae 18 2006: CONTACT 
New Vore NY 1023 Readers Look at 
(212) 595-3456 the Future 
20 Picture This: The Future 
at a Glance 
22 1987: What They 
Thought We'd Be 
Doing Now 
24 Earthquake! 
q 


Winner/National Magazine Award 
General Excellence 


Award Winner/Feature Category 


32-1 Contact (ISSN 0195-4105) is a publication ot the 
Children's Television Workshop. pablishad ten times 
during the year, monthly except for February and Au- 
Dust. © 1986 Children's Television Workshop. All 
reserved. Al contents owned by the Children's 
Television Workshop and may not be reprinted without 
permission. 9-2-1 Contact is a trademark and a Service 
‘mark ot tha Children's Television Workshop. Printed in 
the U.S.A. Number 74, March, 1987. Editorial offices, 
One Lincoln Plaza, New York, N.Y. 10023. Application 
to mail at second-class rate 
Now York City and addi 
‘subscription orders to 3 
Bouder, CO 80322. POSTI 


Cover Illustration © Brad Hamann 


magarir 
Eran TIE USA. 115. Conte snd or 
countries add $5, Buk copy rates to schools and other 
Institutions avaitabie on request. 


(c) 


ENTER: The High-Tech 
World of Computers 
29 Micro Mystery 

30 The Slipped Disk Show 
31 Crossword Puzzle 

32 Reviews 

34 Basic Training 


Plus Our Regular 
Departments 
2 TNT: Tomorrow's News 
Today 


8 Factoids 
14 The Bloodhound Gang 
28 CONTACT Lens 
36 Any Questions? 
38 Extra! 


40 Did It! 


Hop to It! 


Why did the toad cross the 
road? To get to the other side, of 
course. Unfortunately, lots of 
toads, crossing at night, don’t 
make it to the other side of 
country roads. They get hit by 


Hot and Cold Clothes 


You know how it is: It’s cool in 
the morning so you wear warm 
clothes. By afternoon it’s hot 
and you're sweltering. Or the 
weather starts out warm, but by 
evening it’s cool—and you're 
freezing. 

Soon there may be clothes that 
keep you cool when it’s hot and 
warm when it's cold. Scientists at 
the U.S. Department of Agricul- 
ture are testing chemicals that 
weather-proof cotton fabric. The 
treated fabric stores heat as the 
temperature rises, then releases 
the stored-up heat when the 
temperature drops. 

The fabric would be perfect for 
hikers and people who work 
outdoors. It could be sewn into 
drapes and carpets to keep 
room temperatures pleasant. It 
could even be used to insulate 
buildings. 

The problem is: the stuff hasn’t 
been perfected yet. For one thing, 
scientists need to study how well 
it will stand up to sun, rain, snow 
and washing machines. But 
they're um, clothing in on the so- 
lutions. Look for some answers in 
the near future. 


Disk Dive 

Soon computer lovers will be 
able to take a dive—a deep-sea 
dive, that is—thanks to anew 
waterproof computer being 
developed in Australia. 

Divers will strap the computer 
to their backs and the miniature 
keyboard and display screen to 
their wrists. Then, 100 meters, 
below, they'll be able to 
feed the computer data. 

Using sonar, or underwater 
sound signals, the computer will 
keep track of divers’ locations as 
they swim along beneath the sea. 
The system will make it easy to 
map undersea discoveries. 
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passing cars. 


COURTESY FAUNA AND FLORA PRESERVATION SOCIETY 

That’s why toad lovers in 
England decided to help toads 
cross roads. They’ve built toad 
crossings near ponds where toads 
breed. 

A toad crossing has three parts. 
First, there’s a clear plastic fence, 
several inches high, running 
alongside the road. When toads 
try to cross, they bump into the 
fence, turn and walk along the 
fence until they find an opening. 

That's where the second part of 
the toad crossing comes in—the 
human part. Toad lovers wait by 
the opening to scoop toads into 
pails and carry them across 
the road. 

The third part of a toad crossing 
is for people, not toads. It’s a big 
road sign to warn drivers that 
they've come to a toad crossing. 
Signs stay up through the spring 
breeding season. And what do 
you think is in the middle of the 
sign? A big picture of a little toad. 
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Polar Melt 


The South Pole hasn’t always 
been covered with ice. Explorers 


have found evidence that Antarc- 


tica’s climate was once warmer 
than it is now. They've collected 


frozen plants, seeds and fossils— 


all between two and five million 
years old. 
What makes the discoveries so 


amazing is how “young” they are. 


Until now, scientists have be- 
lieved that Antarctica’s ice has 
been frozen solid for 15 million 
years. The new finds may change 
their minds, It seems that “only” 
two million years ago the South 
Pole was a warmer place, with 
streams flowing in the cold, cold 
polar mountains. 


Life on Mars—Maybe 


Is there life on Mars? Two sci- 
entists say the answer is yes. 
Gilbert Levin and Patricia Straat 
were among the scientists whose 


experiments were carried to Mars 


ten years ago. Since then, they 
have been studying the photos 
and information sent back from 


the red planet—including a num- 


ber of photos of one rock that 
were taken several years apart. 


The photos show that greenish 


patches on the rock changed 
over time. Dr. Levin and Ms. 
Straat say the patches could 
be lichen, a moss-like plant 
that needs water to grow. 
The scientists say the water 
may come from Mars’s 
atmosphere or from under 


or the planet's surface. 
A va Other scientists disagree with 


Is there life on the plains of Mars? 


You can have 200 colorful, fuzzy stickers of 
your own to collect, trade with friends or stick 
on letters, packages or notebooks. Everything 
from tigers and penguins to koalas and fla- 
ingos all come in a reusable storage box. 

All 200 te Fuzzy” Stickers with storage 
box are only 13.50 (IL residents add 84° 
tax). Order Today and get a FREE copy of The 
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[ADVERTISEMENT 
Who can resist 
“Baby Fuzzy” Stickers? 


Satisfaction Guaranteed or return unused within 30 days for a refund. 


Dr, Levin and Ms. Straat. They 

say that there’s almost no chance 
of life on Mars, and that the 
greenish patch may not be plant 
life at all. But all the scientists 
studying Mars would like to see 
more missions to study the planet 
—and the possibilities of life there. 


So What's New? 


You tell us and you'll get a 
nifty CONTACT T-shirt—if we 
print your story. Send us any sci- 
ence stories from the news that 
have to do with the future. (Be 
sure to tell us where you heard 
the story.) Send to: 

TNT/3-2-1 CONTACT 
1 Lincoln Plaza 
New York, NY 10023 


stickers! 

To order, send check or money order to: 
The Official Sticker Catalog, Dept. C037, 348 
North 30th Rd., LaSalle, IL 61301. Your order 
will be sent within days. For faster service call 
1-815-224-2090 and charge your order to Visa 
or Mastercard. 


Official A Catalog containing over 10,000 


Never ask Adrian Fisher for directions. He 
may steer you toward a dead-end alley. Perhaps 
he’ll point you down a path where you'll circle 
around and around...and around and around. 

That’s because Mr. Fisher is paid to get people 
lost. He works for the only company in the 
world that designs mazes. Not the mazes you 
might find in CONTACT. The mazes Mr. Fisher 
designs are big—big enough to walk through. 

Mr. Fisher is helping to bring back the ancient 
art of maze-making. So far, the English company 
that he works for, Minotaur Designs, has created 
and built 15 life-size mazes. Three more are cur- 
rently being built. Most of his mazes are in 
England, although Mr. Fisher soon may be build- 


by Michael Dayton 

ing mazes in the U.S. 

Mr. Fisher’s job may seem like child’s play, 
but it’s serious work. His job requires him to be 
part scientist and part artist. A good maze 
requires careful planning and a real understand- 
ing of mathematics. 

“T studied math in school, and I always loved 
gardening,” Mr. Fisher told CONTACT. “Build- 
ing mazes is a way to combine those two loves.” 


Designing Mazes 

When it comes to building mazes, a green 
thumb doesn’t hurt. The paths of most of his 
mazes are outlined by hedges. Mr. Fisher has 
also designed mazes that use tile, stone, bricks, 


Left: Imagine getting 
lost in your own 
backyard, All you 
need is amaze 


like this. 


Right: In the town ¥ 
where the Beatles 6 
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Two kids ina 


corner—which way 
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or in one case, parts of a ship. The type 
of materials used can have a big effect 
on the price. A hedge maze can cost 
$20,000, while using other materials 
may raise the cost to $300,000. 

According to Mr. Fisher, the ideal maze 
is built on about a half acre. In that 
space, the designer must decide how 
many paths a maze can have. He must 
decide whether the paths should run 
clockwise or counterclockwise. Finally, 
though a maze might contain up toa 
mile of paths, a person should be able to 
solve it in an hour or less. Because of all 
those requirements, a maze can take two 
or three months to design. 


Mazes Over the Years 

Maze-making is an unusual craft, but it 
is not a new one. Hundreds of life-size 
mazes exist all over the world. 

The earliest ones are c enturies old and 
made of stone or tile, One Eg 2 
dates back to 3400 B.C. Sc 
about why the first mazes were built. In 
Egypt and Greece, the twisting paths of a 
maze may have stood for the trials and 
troubles faced in life. 

The Minotaur, which Mr. Fisher's «=p 


ntists disagree 


A hedge maze 
can be a peaceful 
place in a park. 


company takes its name from, was a mythical 
beast that lived in a maze in ancient Crete—a 


part of Greece. 

Today, a few mazes are used for scientific pur- 
poses and experiments. Some mazes are designed 
for rats, ants and even earthworms. Scientists 


want to see if animals choose the correct paths, 

and how well they remember what they’ve 

learned. In many cases, rats do as well as people. 
Mr. Fisher enjoys the ancient hedge mazes but 


Solve this royal rose 
maze and you come 
to a people-size 
chess board. 


finds their designs too simple. “You can look at 
the old mazes from the 1200’s on, and see how 
easy they are,” Mr. Fisher says. “We try to avoid 
that by giving each maze a one-of-a-kind design. 
I want to delight, surprise and amuse people.” 


Mazes with a Theme 

Mr. Fisher also tries to tie the theme of each 
maze to its location. For instance, a maze 
designed by his company for Liverpool, a sea- 


What the right route is, 
nobody knows. 


port in England, is based on the Beatles’ song 
“Yellow Submarine.” (The Beatles, a 1960's rock 
group, were from Liverpool.) Brick footpaths 
criss-cross a lake and lead to a yellow submarine 
at the lake’s middle. Though the sub is not real, 
it looks authentic. Spare boat parts were used to 
put it together. 

Any maze built at a private home is usually 
designed to suit the owner’s personality. One 
maze in England is in honor of the royal Tudor 
family. Since the symbol of the Tudors is a rose, 
the maze itself forms the shape of a rose. More 
than 27,000 bricks were required to build the 
paths. 

Perhaps the most unusual maze of all is being 
built at a castle in England. The maze is entered 
by crossing a drawbridge that goes above a dry 
moat and into a hedge maze. The hedge maze 
spirals up a hill. From the top of the hill, a visi- 
tor enters an underground cave and exits 
through a secret passage. 

Mr. Fisher takes real pleasure in watching 
people walk through each of his mazes. “I espe- 
cially like to watch adults go through them,” he 
says. “They get lost right away, and it forces 
them to act like children for half-an-hour.” 

No question about it: Mr. Fisher loves to tell 
people to get lost! «Ao 
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Amaze can be round or square. 
Yet no matter what the shape or size, 
each maze presents you with the 
same problem: Can you find your 
way safely through? For most mazes, 
the answer is “Yes!” 

When you draw a line witha 
pencil through a maze, as you might 
in a magazine maze, it’s easy to 
retrace your steps. For example, 
when you hit a dead-end path, you 
simply follow the pencil mark back 
to another fork and try again. 

But it’s not so easy in a life-size 
maze because you don’t have a 
“bird's-eye” view. You can’t see the 
whole maze at one time. 

How is it possible to reach your 
goal if you can’t see where you're 
going? In many older mazes the 
answer is simple. It's known as the 
left-hand rule. When you've entered 
amaze and you come to a fork, always 
follow the left wall. (See drawing.) 
If the fork is a dead end, turn around. 
The wall on your left will lead you 
back to the correct path, Eventually 
you'll find your way to the center 
of the maze. 


But even this rule won't help you 
solve a really tough maze, Remem- 
ber, a good maze-maker like Mr. 
Fisher knows the rule, too. And he 
can always find a way to break it. 

That’s for the best, Mr. Fisher says. 
If you could easily solve every maze 
you do, you'd give up in no time. 
After all, a maze with no challenge, 
no mystery, is no fun. 
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Facto 


Most people have 


about 100,000 hairs 


on their heads. 


Homing pigeons 


can fly as far as 


1,000 miles, 


The average American 


eats 8.4 pounds 
of peanuts a year. 


There are only 


400 40,000 bills in 


circulation, 


The cowbird 

lays its eggs in the 
nests of other birds. 
The other birds raise 
the cowbird’s young. 


Pigs have no sweat glands. 
So they roll around in the mud to cool off. 
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Dear Dr. Know, 

I'm 15 and I’m a mess. All my friends 
seem to know exactly where they want to go 
to college and what they want to study and 
where they want to work and what kind of car 
they want to drive. | don’t even know what | 
want to wear to school tomorrow. Is there any 
hope for me? 

Yours truly, 
A Mess 
Dear Mess, 

You're not a mess. You don't have to 
know everything now. Relax. Take a deep 
breath. You have a few more years before you 
have to decide what you're going to do with 
the rest of your life. In the meantime, wear 


something comfortable. 


COLLEGE SWEATSHIRTS 
@ @ @ Harvard. UCLA. Georgia Tech. Put 
on a different school each day. 


BELT CITY @ @ @ Wear a lot of 
belts. Wear one. Wear two. Wear three. 
Don't use any to hold your pants up. 


STRING THINGS @@@ 

Friendship bracelets made of brightly 

colored string are everywhere. Tie 

one around your friend’s wrist and say 
“Wear it until it falls off.” 


—_+.. > oo 


Send your photos and letters to: 

General Foods Promotional Services Center 
Kooler News, P.O. Box 4810 

3 Stuart Drive 

Kankakee, IL 60902 


Mail your Kooler questions to Dr. Know. 
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THE SECRETS OF 
MIXED-UP MESSAGES 


by Becky Cheston Code #1 


Attention spies, quiz whizzes and super- The first code system you'll need is called a 
sleuths! How do you decode an important mys- transposition sys 


tery message? All you need is science, a science tem got its name—the letters of the message iy 

called cryptology (crip-TOL-oh-gee). the same, but are put in different positions. 
That’s the science of disguising words or Usually the letters are rearranged into groups 

phrases and then decoding them. It goes all the of five letters. For example, in this code the 


By o os a 


way back to the ancient Greeks. In fact, the word phrase HIDDEN WORD might look like this: 
cryptology comes from the Greek verb “to hide.” EDIHD WROND. 

sever code has a system to it. An expert cryp- But most ph 
knows many different coding s groups of five. If a m 


don’t divide neatly into 
age has only 13 letters, 


scramble a message, the expert code- for example, then you're going to have to add 
dae first tries to discover its code s two extra letters. You should always use the 
After that, decoding is easy—and fun! same letter to fill in the spa In the code 


On these pages are three of the most common below, the letter X i 
codes. You can use them to write secret mes- you decode the phrase? 
sages to friends or even have code contests. And 
there’s a special bonus: After you figure out the 
three secret words below, you can help the 


Bloodhound Gang solve this month's mystery! - TUXNY 


ed to fill in the gaps. Can 


(Answers are at the bottom of the page.) 
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Code #2 


The next system is called bilateral 
substitution. It’s a long name, but it’s nota 
hard system to learn. This system puts the 
alphabet into a grid like this one: 


coc (eee a a a, 


POPPER CCRROCORO CORE OCHRE SOUR OS nn nnna n aa 


A E I (0) U Code #3 
This Last code system bas an even longor 


name. It’s called monoalphabetic substitution. 
Once again, don't let the name scare you off. 
You've probably already used this code system! 

This system uses two alphabets, one next to 
the other: 


A 


Qa 325 oO == 
BEBE ERE em ag 


In this code, each letter in your message is 
represented by two letters. Here’s how you do it. 
To code the letter N, first find N inside the box. 
Then you follow the row of letters to the left, 
outside the box, to find D. That is the first letter 
of your code. Go back to N, and follow the 
column up until you’re outside of the box. That 
gives you the letter I. In this code, the letter N 
becomes DI. 

To decode a letter, you just reverse the proc- 
ess, For example, to decode FO, you locate F in 
the column to the left of the box and O in the 
row of letters across the top, Go across from F 
and down from O. The point where the row and 
column meet is at the letter T. So FO is decoded 
as T. 

Note that in this system, the letters I and J are 
in the same spot on the grid. So the code CO can 
be either an I ora J. 

Using this code, can you decode the word 


To make up the second 
alphabet, you pick any word, 
such as BARNEY and put those 
letters first. Then you add the rest 
of the letters in their correct order. 
To code a message, you find the 
letter in the first alphabet, then look across to 
the letter next to it in the second alphabet. In 
this case, the letter N would be coded as a K. To 
\ decode, you just reverse the process. See if you 
‘w can decode this: 


NK MSS CHWDZOVOZEZM AH TOZBOND 
NKSSCHMOVOZM AM HDOZOOKE ZAP 


Now you're setto help M, 
Vikki, Skip and Ricardo. Just turn „W, 

the page and AXHEV NUXFX!! „W 
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ot again!” 

Vikki walked into the office to find 
Skip and Ricardo sitting across the 
desk from each other, playing cards. 

“Shall I deal you in, Vikki?” asked Ricardo, 
shuffling the deck. 

“You can count me out!” said Vikki. “I’ve got 
better things to do.” 

“Such as?” asked Skip. 

“Just look out the window,” she replied. 

The boys ran over to see. Below a man was 
sitting in a blue Chevrolet, drinking a cup of 
coffee. 

“Hey!” shouted Skip. “It’s Detective 
Trowbridge!” 

“Now there’s a guy you can count on when the 
chips are down,” said Ricardo. “Let’s ask him up 
here for a game of Hearts.” 

“Tt might be more fun if we went out there,” 
said Vikki. 

“Why’s that?” asked Ricardo. 

Vikki smiled. “Because I think he’s on a stake- 
out!” 


kxbn Obxry Bexrx 


The trio raced down the stairs and 
across the street, hoping to find out about 
the investigation. Trowbridge was in his car, 
selecting a doughnut from a large box. 
“What’s happening, Trowbridge?” asked 


À 
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Ricardo, walking over to the driver’s window. 
It was smeared with powdered sugar from the 
doughnuts. 

The detective looked startled to see them. 
“Quick!” he whispered. “Get in!” 

Vikki and Ricardo jumped into the back seat 
and Skip got in front. 

“What’s the big deal?” Skip asked. 

“I don’t want him to see us,” Detective 
Trowbridge answered. 

“Him who?” asked Vikki. 

Trowbridge pointed across the street to a 
tall man sitting on a bench, hunched over a 
newspaper. 

Skip laughed. “Looks like he’s doing the 
crossword puzzle, That’s no crime. Who is he?” 
“Simon Barker,” Trowbridge replied. “I’ve 

been tailing him for two days.” 

The detective wiped a smudge of vanilla 
cream off his rearview mirror. “Barker heads up 
a national gang of bank robbers. They've pulled 
five robberies in five different cities during the 
past year!” 

“Why don’t you arrest him?” asked Vikki. 

“Because he’s never in on the actual robberies. 
He just plans them. The problem is: We can’t 
figure out how he gives orders to his gang. He 
never seems to talk to them.” 


seen 


“Look!” exclaimed Vikki. “He’s making a 
move.” 

All four pairs of eyes followed Simon Barker 
as he folded his newspaper, got up from his 
bench and walked over to a nearby phone booth. 

“Boy!” sighed Trowbridge. “What I wouldn’t 
give to have a tap on that phone.” 

But Barker didn’t even make a call. After a few 
seconds he stepped out of the phone booth and 
walked away, leaving his newspaper behind. 

Quickly, Trowbridge started the car’s engine. 
Just as quickly, he shut it off. 

“What are you doing?” yelled Skip. “He’s get- 
ting away!” 

“T’ll radio one of my men and have them pick 
up the tail,” Trowbridge answered. “We're stay- 
ing put. Look who just showed up.” 

Skip’s jaw dropped open. “It’s Barney Dia- 
mond!” he exclaimed. 

Both Vikki and Ricardo gasped. Anyone 
would have recognized Barney Diamond, a 
former secret agent who'd just served a prison 
term for robbery. 

“What’s he doing here?” asked Ricardo. 

“I don’t know,” answered the detective. “But 
if he’s mixed up with Barker and his gang, we’re 
in bigger trouble than I thought.” 

The Bloodhound Gang watched as Diamond 
walked into the phone booth, carrying a grey 
leather briefcase. He picked up Barker’s 
newspaper. 

“Must be an interesting crossword,” joked 
Skip. 

“Shhh!” whispered Vikki. “Look!” 

Diamond picked up the phone, dialed a num- 
ber and spoke a few words into the receiver. 
Then he hung up. 

“Boy,” Trowbridge sighed. “What I wouldn’t 
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give to be able to read lips.” 

“Start the car!” said Vikki. “He’s leaving!” 

Trowbridge turned the key and put the car in 
reverse. 

“Stop!” yelled Skip and put his hand on the 
steering wheel. It was coated with chocolate 
icing. 

“We're wasting time,” said Trowbridge. 

“Following Diamond would be a real waste of 
time,” said Skip. “The answer's in that phone 
booth.” 


bmep Mitzzie 


Skip ran across the street and into the 

phone booth. Vikki, Ricardo and Detec- 
tive Trowbridge got out of the car. Soon Skip 
returned, carrying the folded newspaper. 

“Don’t you get it?” he exclaimed. “Barker left a 
message on this paper. Then Diamond picked it 
up, made his call and relayed the message to 
whomever was on the end of the line.” 

“Great!” said Trowbridge. “If we can read the 
message, the police can be at the next bank in 
time to stop the hold-up.” 

“And I know just where the message is,” 
added Skip. “Hidden in the crossword puzzle.” 

Skip opened the paper to the crossword puz- 
zle and everyone crowded around him. Quickly, 
their excitement turned to disappointment. 

“It’s blank!” Ricardo moaned. 

“Wait,” said Vikki, and she pointed to some 
words scrawled at the bottom of the page. 

“What’s this?” 

“Looks like a bunch of gibberish to me,” said 
Trowbridge. 

The Bloodhound Gang studied the jumble of 
letters. This is what they saw: 


VNSIA SDNAG AXLON—transposition. 

BI CI CO BI BA CE DO—bilateral substitution. 
LKE MJ STEQNBX—monoalphabetic 
substitution. 

(BARNEY). 


Suddenly Vikki let out a shriek and ran back 
toward the Bloodhound Gang office. 

“What’s with her?” Skip asked. 

Skip, Ricardo and Trowbridge waited on the 
sidewalk. After a minute Vikki came racing back 
with a magazine rolled up in one hand. 

“Vikki, what’s wrong?” joked Ricardo, «=» 
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pointing to the jumbled letters. “Don’t you 
know, sticks and stones may break your bones, 
but words will never hurt you?” 

“Yeah, even strange words like these,” agreed 
Skip. 

“What’s that?” asked Ricardo looking at the 
rolled-up magazine. “We don’t have time for 
reading. We’re trying to solve a case.” 

“Those aren’t strange words,” Vikki replied. 
“That’s code! And we need this magazine to 
help us figure it out.” 

“What are you talking about?” asked 
Trowbridge. “How do you know this is a code?” 

“Because I read about it in this month’s 3-2-1 
CONTACT,” answered Vikki. “It’s got a whole 
section on codes.” 

“That’s how you knew it was a coded mes- 
sage!” said Ricardo. 

“Right!” said Vikki. 

“So how do we figure out what the code is?” 
Skip asked. 

Vikki looked at the code. “There are three 
phrases, and it looks like they’re in three differ- 
ent codes. Let’s each take one and try to solve it. 
We can use the article in the magazine to help. 
We'll need some blank paper.” 

“Here, use this,” Trowbridge said and handed 
her his notebook. There was a blob of raspberry 
filling on the cover. 

The three Bloodhound Gang members walked 
over to a bench and sat down to crack the code. 

“Hey,” said Detective Trowbridge, “what am I 
supposed to do?” 

“Oh, you've got your work cut out for you,” 
Ricardo said with a smile. “There are four 
doughnuts left in the box in the car.” 


STOP! Can you decode the strange message and 
find out where the next bank robbery will be? 
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Turn to page 12 to find out how to break the 
codes. 


skix Kates Hetxc Kaxex 


About a half an hour later, Vikki, Skip 

and Ricardo raced across the street to 
Detective Trowbridge’s car. The police officer 
was in the front seat, licking his fingers. 

“I see you've been busy,” said Skip. The 
doughnut box was empty. 

“Ready for dessert, Detective?” asked Ricardo. 
“Because we have some real sweet news for 
you.” 

“We've decoded Barker’s message!” Vikki said 
with a big grin. 

The detective got out of his car. “What does it 
say?” he asked. 

Vikki handed him a piece of paper. It read: 


SAVINGS AND LOAN. CHICAGO. ONE PM 
TUESDAY. 


“The next robbery,” said Skip. 

“Tuesday!” exclaimed Trowbridge. “That’s 
today! Well, there’s not going to be another rob- & 
bery, not by Barker’s gang.” 

He reached inside his car for his radio. “I'll 
put out the alert!” 

“I don’t know how you kids did it,” he said 
after he had warned the Chicago police. “It all 
looks like a jumble to me.” 

“You could do it too,” Vikki told him. “Just 
look in here.” She handed him the magazine. 

“Yeah,” added Skip. “One of the code puzzles 
uses your favorite words —LEJYL HGDOU 
TUXNX!” ar% 


Watch for next month's 
Bloodhound Gang 


A 20th-Anniversary Tribute to 
STAR TREK 


On September 8, 1966, Star Trek® 
premiered on television and won an 
immediate following among scien- 
tists, science fiction fans, and 
adventure enthusiasts. 


Since that day, over the past two 
decades, episodes of this powerful 
science fiction drama have been aired 
time and again, around the world. Now 
as a special 20th-anniversary trib- 
ute to Star Trek, one of the show's 
most beloved scenes has been 
honored on a fine porcelain, limited- 
edition collector plate. 


"The Trouble with Tribbles” depicts 
the dashing Captain Kirk, chest-high 
in furry little creatures called Trib- 
bles. When Kirk opens a storage bin, 
the Tribbles have multiplied and spill 
out everywhere—producing a look of 
utter exasperation on this noble 
leader's face. 


Celebrity artist Susie Morton has 
captured Kirk's expression to per- 
fection for “The Trouble with Trib- 
bles,” premiere in a series of eight 
plates entitled Star Trek: The Com- 
memorative Collection, Each plate will 
be strictly limited to a worldwide edi- 
tion of 90 firing days, and accom- 
panied by a numbered Certificate of 
Authenticity. 


THE 
TROUBLE 
WITH 
TRIBBLES 


As the owner of "The Trouble with 
Tribbles,” you are guaranteed the 
right—but never the obligation—to 
acquire the seven subsequent issues 
in the collection. Furthermore, you 
may order at no risk, since our 100% 
Buy-Back Guarantee assures that 
you may return any plate for a full 
refund, within 30 days of receipt. 


The immense popularity of the Star 
Trek theme and the significance of the 
show's 20th anniversary, will likely 
generate immediate demand for "The 
Trouble with Tribbles.” Thus, you 
should place your reservation 
promptly. To avoid any chance of dis- 
appointment, order today! 


Star Thek® is a registered trademark of Para: 
mount Pictures Corporation, and is used under 
exclusive icense by Ernst Enterprises. Ë and © 
1966. 1986 Paramount Pictures Corpora- 
tion. All rights reserved. 


+ 24K gold-on- 
gold border 


* Actual size 
8v2 

+A strictly 
limited 
porcelain 
plate 


RESPOND BY: 


March 31, 1987 


Limit: Two plates per collector 


Please accept my application for “The 
Trouble with Tribbles." | understand | am 
under no obligation to buy any other 
plate. | wish to purchase —— (1 or 2) 
plate(s) at $29.50 (plus $2.14 shipping 
and handling) each, for a total of 
S Please check one: 
($31.64° or $63.28") 
| enclose my check or money order, 
| Charge my credit card: 
}Visa [C MasterCa 
] American Express 


] Diners Club 


Acct. No. 


Exp. Date — 15990 


0031647006328 
Name 


Address ——____— 
City 


State = Zip 
Signature 


°FL residents add $1.59 and IL residents add 
$2.22 per plate for tax. Please allow 6-8 weeks 
for delvery. All applications must be signed and 
are subject to acceptance. Deliveries made only 
to U.S. and its territories. 


The Hamilton Collection 
9550 Regency Square Blvd., P.O. Box 44051 
Jacksonville, FL 32231 


CONTACT 
READERS LOOK AT 
THE FUTURE 


What do you think life will be like in the year 
2006? That was the big question we asked you 
in our “Future Perfect” poll in the September 
1986 CONTACT. And you let us know—in a big 
way. More than 10,000 readers sent in answers. 
We read your ideas, counted them up and 
entered your predictions on our computers. 
Here at last, are the results, 

According to most of you, the world in 2006 
is going to be a safer place in which to live. The 
U.S. and the Soviet Union will be better friends 
than they are now. Even though many of you 
worry about nuclear war, most of you don’t 
think one will take place. 


Pr I hope that all countries 
and people in the world 
will live as one and 

learn to solve 


problems. 09 
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ee My hope for the future 
is to do something that will 


help all people. ae 


Cleaning Up, Fueling Up 

Planet Earth will be cleaner, at least if you all 
get your way. One reason: 60 percent of CON- 
TACT readers think that we'll be getting most of 
our energy from the sun. The next most popular 
energy source is nuclear power. 

Speaking of energy, one question we should 
have asked is: “What energy source will your 
personal robot run on?” Almost all of you pre- 
dicted that robots will be doing many house- 
hold chores in the year 2006. They’ll be used for 
cleaning, cooking, taking out the trash, walking 
the dog and waking us up in the morning. 

Robots may be doing household chores, but 
the homes in which they work may not be like 
the homes of today. You predicted that some 
people will be living in undersea communities, 
space colonies or cities deep below the 
ground. Boys especially were into this idea. 

What will school be like in 2006? A lot differ- 
ent than today if your predictions come true. 
Most of you think that kids will learn their les- 
sons from computers. But the news isn’t all bad 
for teachers: Some of you think teachers will 
still be doing most of the teaching. 


Good News and Bad News 
Just about half of the readers think that cures 
for cancer, AIDS, the common cold, chicken pox 


and heart disease will be found in the next 20 
years. Some readers felt only some of these dis- 
eases would be cured. Older girls expect a cure 
for cancer. Younger girls and boys think that sci- 
entists will find cures for chicken pox and colds. 
Of course, if these diseases are cured, then 
people will be able to live longer. How much 
longer? Well, the largest number of kids chose 
) 90 years. Next came 100 years, and then 110. 


Life in Space and on Earth 

With all that extra time, you told us that peo- 
ple will be able to move to other planets. But 
most of you don’t want to live in space full time. 
(Apparently planets are a nice place to visit, but 
who wants to live there?) Readers added that 
there would be regular flights between Earth 
and planets in our solar system. 

As for what people will find on other planets, 
81 percent say we'll be discovering some sort of 
life form. The most common choice is plant life. 
Not too many of you think we'll be visited by 
these leafy critters in the next 20 years. 

Men and women will equally share the work 
of raising children in 2006. Outside the home, 
most of you predict that men and women will 
be doing the same jobs—and getting the same 
pay. These jobs may lead right to the White 
House. Eighty-three percent predict there will 
be a woman President in the next 20 years. 


ee I hope that by 2006, 
TIl win big on a TV 


game show. @®@ 


ae I hope the 


world in 2006 will be 


like the Jetsons. ee 


What types of jobs will you have? Many are 
science-related: doctors, veterinarians or nurses. 
The next most popular choices are working in 
entertainment or the arts (ballet dancers and 
rock singers), working in outer space and going 
into business. 

And who will you come home to after a hard 
day at the office, the hospital or the studio? The 
majority of boys say they'll have two kids. Girls 
say either one or four. That, of course, is after 
getting married between 20 and 25. In general, 
girl readers think they’ll get married younger 
than boys. 


Future Dreams 

You've got wonderful hopes for the future, 
Most of you chose peace as your greatest wish. 
Of course, there are other choices including a 
good job, personal happiness, and making pots 
of money. 

Whatever you wish, we hope it comes true. 
And we hope your one, two, or four kids will be 
reading CONTACT in 2006. 

Thanks so much for making this the best 
CONTACT poll ever. What you told us is impor- 
tant and interesting. It’s good to know that our 
future is in good hands—your hands, We're 
looking forward to 2006, and based on your pre- 
dictions, you are too! 

Turn the page for another way to look at the 
“Future Perfect” poll. «= 
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THE FUTURE AT A GLANCE 


Numbers, numbers, numbers. CONTACT’s 
computers churned your answers to the 
“Future Perfect” poll into lots of numbers. 
Then they turned those numbers into percents. 
For instance, 81 out of every 100 kids who 
answered the poll said there’s life on other 
planets. That’s 81 percent (%). 

One of the best ways to see what numbers 
mean is to turn them into graphs. Graphs are a 
good way to get information at-a-glance. 

* * When you see a graph, always look carefully 
to see what information the graph shows. In 
the pictograph on the right, for example, each 


° 
Pictographs use pictures to 

give information. They're a neat way to show big 
amounts. This one shows the jobs many boys and 
girls hope to have. (Percents don’t add up to 100% 
here because only a few jobs are included.) 


READERS’ JOBS IN 2006 


§ EE: as») SCIENTISTS 


GIRLS 


little pene a ir ep on of our poll- 9 $S S64: 
Ce an a bts nn? pacent 8 a) SY BY BY BY BY BY 4 
Now, on to some graphs that show what a 
CONTACT readers are thinking. z ®© DOCA (oo 
| i ®& DE DOCTOR STERA. 


j Bar graphs come in the shape of— 

you got it—bars. They help you compare infor- 
mation—like the different jobs our readers 
think robots will do in the future. That’s what 


eae... | 
n BUSINESS 
cw ce ry PEOPLE 
this bar graph shows. Look on the graph to ies kis E We) 
see the type of job each bar stands for. On the 
left side, you'll see a ruler showing what the | Each symbol stands for 5% of our readers 
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length of each bar means, 
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Line graphs help show how things change. We 
found that, as our readers get older, they change their ideas 
about cures for different illnesses. This line graph shows 
how readers of different ages predicted a cure for cancer. 

The numbers along the left side of the graph tell what 
percent of the readers predicted a cure. The numbers along 
the bottom list readers’ ages. Follow each age line up from 
the bottom and you'll find a big dot. Then look across to the 
left and you'll find out the percent of readers of that age 
who predicted a cancer cure. (For extra help, we've listed 
the ages and percentages in the box below.) 

Now it’s your turn. In the box below, right under the per- 
centages of readers who predicted a cancer cure, you'll find 
percentages of readers who predicted a cure for chicken 
pox! You get to make the chicken pox-cure graph. Follow 
each age-line on the graph up to the right percent-line, and 
make a dot. (Some dots will be where lines aaeaiatianians 
cross. Some will be a little above or below the 
crossing.) Just connect the dots to make your 


line graph. (Answer on Did It! page.) 85 GURESIBY,2006 
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i IN19 YEARS Now try your hand at a 
7 Bar graph. 
Q » 
fea It’s the perfect way to 
w 55 ie 
Q compare readers’ ideas 
a a about where people will live 
5 in 2006. The information 
5 you need is below the graph, 
& 45 and we've drawn in the 
O 
T bottoms of the bars. You 
a 40 figure out where to top them 
Cassal off. (Answer on Did It! page.) 
Under Under In space 
ground water 48% 


55% 51% 


CONTACT READERS PREDICT 


d 
Ê 
N 
& 


408730 808 © SNOLWELSATH 


WHAT THEY THOUGHT 
WE'D BE DOING NOW 


by Renee Skelton 


CONTACT readers aren't the first people to try and 
predict the future. Over the years, many experts have 


tried. Some of their predictions came true and others Sweet Dreams A drawing ina 
didn’t. For instance, have you ever seen an autoplane? 1930’s magazine showed one person's 
How about a spaceport in New York City? Here are some idea of how people would be sleep- 
of the things that experts said would exist by now. ing today. Our beds would be covered 
by glass domes. Along the top of the 
New York Jets If you ever go to New York City’s dome, a row of special light bulbs 


Central Park, you can picnic, play ball or ride a would bathe us in ultraviolet (UV) 


carousel. You cannot take a spaceship to Mars. radiation. UV radiation is the part of 
But according to one forecaster, March 15, 1975 sunlight that makes you tan or burn. 
was supposed to be the day that Central Park In those days, people mistakenly be- 
would become a spaceport. You would not only lieved that sleeping under UV lights 
be able to take a flight to the red planet, but to would reduce your chance of catch- 
Jupiter, Saturn and, of course, the moon. ing a cold. 


The Two-plane Garage By the 1980’s, everyone 
will have their own personal flying machine. At 
least that’s what some people once thought. These 
autoplanes would fly us to the grocery store, to 
work or to school. And when you were done fly- 
ing around? The autoplane would turn into a car 
by just removing the wings and the tail. 


Future Home Fifty years ago, 
some people thought the modern 
home would have no windows. 
After all, they said, electricity 
would give us all the light we 
needed. They also predicted that 
we would all have personal ro- 
bots to make our beds, vacuum 
floors and cook our meals. That 
is, if we bothered to eat meals at 
all. On the robot's night off, we 
could just pop a food pill and 
skip supper. 


Bye-Bye Bugs Seen a mos- 
quito, a cockroach, or a fly 
lately? You shouldn't have, 
according to one prediction 
from around 1900. That future 
forecaster said that those bugs 
would be well on their way to 
extinction by now. The reasons? 
First, we'd have drained all 
the swamps and ponds that 
provide homes and breed- 
ing grounds for mosquitos. 
And since horses would be 
replaced by cars, horse stalls that 
were homes for flies would be 
gone too. There was no 
reason given by this 
predictor for the disap- 
pearance of cockroaches. 
Maybe that was just 
wishful thinking. 


Let Your Fingers Do The Shopping One 1933 magazine 
said today’s supermarkets would have one long conveyor 
belt with rows of stools alongside. To shop, you’d take a 
seat on one of the stools as cans and boxes of food rolled by. 


A Fishy Idea In the early 1960's, 
one scientist thought that by 1976 
hurricanes would be a thing of 
the past. His bright idea was to 
cut off the heat from the ocean 
that helps hurricanes to form. To 
do this, people would spread a 
chemical across miles of ocean, 
This would reflect all sunlight, 
and the ocean wouldn't heat up. 
Without the heat energy, hurri- 
canes wouldn't form. Needless to 
say, this idea was all wet. 


As they did, you’d 
pluck off the items you 
wanted and drop them 
into a basket. Then 
you’d press a button 
and your groceries 
would be sent to a 
nearby room to be 
wrapped. 4A 
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On a September morning in 1985, the people 
of Mexico City were getting ready to start a new 
day. It was just an ordinary morning, until there 
was a loud rumbling noise. The ground began to 
shake and sway. Earthquake! 

Buildings collapsed. Telephone and electric 
lines broke. The quake caused millions of dol- 
lars worth of damage. And what's worse, 30,000 
people were killed. 

The disaster was a horrible act of nature. The 
number of tall buildings that collapsed in Mex- 
ico City may be the largest in history. But why so 
much destruction? Engineers and scientists from 
around the world have been trying to find out. 
And they've learned some important lessons. 

According to Dr. David Russ, a scientist who 
studies the earth, buildings need to be built on 
solid ground that is strong enough to stand up 
against the tremendous rocking and shaking of 
an earthquake. In Mexico City, many of the 
buildings destroyed were built on land that used 
to be the bottom of a lake. Underneath the build- 


SCIENTISTS LOOK BENEATH THE SURFAC 


ings, the earth was like Jell-O. Even though the 
center of the quake took place about 200 miles 
from Mexico City, the shocks moved swiftly 
through the soft ground. 

Also, engineers found that many of the tall 
buildings stood too close together. And when 
the buildings swayed, they bumped into one 
another, causing a lot of damage. 


Sensing Earthquakes 

Scientists and architects around the world 
have been testing ways to keep buildings from 
collapsing in an earthquake. Researchers at the 
State University of New York are experimenting 
with a special instrument that could be placed 
ina tall building. The instrument would sense 
that an earthquake was happening. Then the 
machine would cause the building to sway in 
such a way that it would not collapse. 

In San Bernardino, California, a new building 
stands on rubber posts. Laboratory tests before 
the building was built showed that during 
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Noone Was. 
killed, in the 1983 

N i 
earthquake in 
California, 


Below: Workers go through the rubble following the 
Mexico City quake, Scientists are still trying to find 
out why the earthquake caused so much damage. 
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Above: Teachers and students in Oakland, Cali- 
fornia use maps and an earthquake simulator to 
help them understand how earthquakes happen. 
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severe shaking, the posts moved but the model 
of the building did not. This may be a way to 
build earthquake-proof buildings in the future. 

At Georgia Tech University, scientists have 
developed a computer program which can fig- 
ure out whether a building design would be safe 
in an earthquake. And one U.S. agency tests 
building materials to see if they can stand up to 
the shaking of an earthquake. 


Predicting Earthquakes 

Can we predict the exact time when an earth- 
quake might hit? Not yet. But earthquake scien- 
tists are working hard to find some answers. 

Each year there are thousands of small earth- 
quakes. They cause little damage. But by study- 
ing where and when they happen, scientists can 
predict where the big earthquakes are likely to 
occur in the future. 

Earthquake prediction in California is cen- 
tered in a town called Parkfield. It’s a place 
with very few people that’s located on the San 
Andreas fault. Earthquake scientists believe 
there will be a quake near there in the next four 
years. Hundreds of instruments are in place. «=p 
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Another experiment is taking place at Cajon 
Pass near the San Andreas fault. Scientists there 
are drilling a hole three miles deep to try and 
find out how a fault works. 

In Japan and China, earthquake sensing 
‘stations check for all kinds of clues that an 
earthquake may be coming—even the strange 
behavior of animals. Just before one earthquake, 
scientists observed snakes coming out of hiding, 
dogs barking loudly and pigs biting each other. 


What Does an Earthquake Feel Like? 

Most quakes are so small that people don’t 
even notice them. Several years ago, there was 
an earthquake in Coalinga, California, that a lot 
of people did notice. There was a lot of damage, 
but luckily no one was killed. 

Many people who experienced the quake 
were worried and upset after it was over. Sue 
Gonsalves is a woman who talked to a lot of kids 
after the Coalinga quake. Kids told her, “It 
sounds like a train is going straight through the 
kaas cover your head. : r 

One girl explained, “I thought elephants were a E aga rape 
shaking the ground. The house shook so bad that P ‘youn sth ee th a be y SF ESI 
a lot of things fell to the floor. My dad was in his TEAS ORARE TESE T GAEO: 
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quake.” Here are some of them: 
1. If you're inside, drop to the ground and 


truck and it shook so bad that he couldn’t drive.” ” s Haye a safety kit ready with a flashlight 
Ms. Gonsalves told CONTACT, “Even erdipouableradio. 

though you can’t control nature, there are steps Learning About Quakes 

you can take to prepare yourself for an earth- Many safety steps are already being taught in 
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A family in 
Chile stands in 
front of their 
destroyed home. 
Since the quake, 
there has been a 
push for stricter 
building laws. 


Left: This house shifted 
during the famous San 
Francisco quake in 1906. 


Below: In 1964, an earthquake struck Alaska. This 
school building was damaged in the quake. No 
students were there because of the Easter holiday. 


quake areas. In a program in Los Angeles, Yogi 
Bear explains what people should do. Yogi 
Bear's “Quakey-Shakey House” shakes and rat- 
tles just as it would in a major earthquake, Then, 
in a videotape, Yogi explains to kids “how to be 
prepared even though you're scared,” 

To keep kids in the know about earthquakes, 
California has an “Earthquake Preparedness 
Week” every April. Kids practice drills and hold 
discussions. They play earthquake games to 
learn what to do to stay safe. 

Schoolchildren in California know that an 
earthquake is nature on the move and can't be 
prevented. By knowing what they can expect 
from an earthquake, and what safety rules to 
follow, kids are learning how to protect them- 
selves. As safety expert Lynn Filderman told 
CONTACT, “Being safer—and smarter—is a 
good thing to be. "> 


What's an Earthquake? 


Earthquakes occur whenever the rock 
below the surface of the Earth moves or 
breaks off suddenly. 

Although you don’t usually notice it, the 
inside of the Earth is constantly moving. 
“The Earth is like a giant ball of melted rock 
with large pieces of solid rock floating over 
the top,” Paul Davis, an earthquake scien- 
tist at the University of California, told 
CONTACT. 

The Earth’s crust is made up of 12 large 
plates—giant blocks that continually move. 
But they move very slowly, only about one 
to four inches every year. 

Two plates may move towards one 
another, away from one another or past one 
another. Sometimes, instead of slipping 
past each other, two plates meet and get 
stuck. If the force between the plates 
becomes great enough, the plates slip sud- 
denly and the jolt creates an earthquake. 

The line where two plates meet is called 
a fault. The United States sits across two 
plates—the North American and the 
Pacific plates. They meet at the San 
Andreas fault, a line that runs straight 
through California. The San Andreas fault 
causes most of California’s earthquakes. 
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Here's an X-ray image of a reptile, but 
“watt” kind of reptile is it? Nope, it’s not 
an electric eel. It’s not a glowworm either. 
It’s a snake that snacked on two 15-watt 
light bulbs. 

This four-foot-long pine snake found the 
burned-out bulbs near a hen house in Flor- 
ida. If the snake thought it was eating a 
couple of eggs, it was in for a shocking sur- 
prise, Luckily, it sucked them down whole. 

Friendly humans found the lumpy looking 


snake and brought it to the University of 
Florida College of Veterinary Medicine. Doc- 
tors there were a little surprised, though 
they'd once seen a snake that had eaten two 
golf balls. They brought the patient to the 
operating room, slit open its side and 
slipped out the bulbs. 

The operation was a shining success, The 
snake rested up for a few weeks, then slith- 
ered back to the woods, Doctors say its future 
looks bright. 
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THE 


HIGH-TECH 
WORLD OF 
COMPUTERS 
Micro Mystery The Suspects: Three famous 


Ralph Robber 


{ Bobby Burg 


by Richie Chevat 


Someone has stolen the fabulous 
Cornflake Crown Jewels—the prize 
jewel collection of the Cornflake 
family. The police are stumped and 
naturally they've gone to an ace 
private eye for help. (That's you!) 

Luckily, the computer-controlled 
alarm system at the Cornflake man- 
sion was on when the robbery took 
place. Unluckily, it broke down in 
the middle of the robbery. The thief 
got away with the jewels, and all 
you have is part of a computer 
printout to help you find the crook, 


The Numbers: 


jewel thieves were seen near the 
Cornflake mansion the night of the 
robbery. They are Bobby Burglar, 
Ralph Robber and Sally Sneak. 


The Clues: You can see the com- 
puter printout on this page. Next to 
each row of the graph is some of the 
computer's code, The numbers tell 
the computer how to fill in the 
boxes. The computer only had time 
to fill in two of the rows before it 
broke. Using the numbers, the graph 
and the pictures of the three crooks, 
can you figure out who stole the 
Cornflake Crown Jewels? 

Answer on Did It! page. 
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5,9,5 


411,4 


312,4 


3,13,3 


3,3,3,73 


3,2,9,2,3 


3,2,1,3,1,3,1,2,3 


44,1,2,3,2,1,1,4 


1,3,11,3,1 


1,3,5,1,5,3,1 


1,3,2,1,1,3,1,1,2,3,1 


1,3,2,7,2,3,1 


1,3,5,1,5,3,1 


1,4,9,4,1 


11,1,1,1,2,5,2,1,1,1,1,1 


144,1,1,1,1,5,1,1,1,1,1,1,1 


44,1,4,1,1,4,1,1,1,1,1,4,1,1,1,1,1,1 | 
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Hi there all you crazed computer 
kiddies! Slipped Disk here, the 
floppy disk jockey, ready to answer 
your computer questions. This 
month there's lots of stuff about 
codes and secret messages in your 
magazine, so I thought we'd do the 
show in code. Here goes: 
BZXXDERDF and HHT%$#8(()!! 
Wasn't that fun? 

Naturally, as a computer expert, I 
know all about codes and spy-type 
stuff. Spies use computers all the 
time. At least, they do in the mov- 
ies. Personally, I don’t know any 
spies. Sometimes I think my dog, 
Floppy, is a spy, but then I realize 
all he does all day is sleep and chew 
on old slippers. 

Well, you don’t have to be a spy 
(or an old slipper) to figure out our 
first question. It’s from Tammy Par- 
lour, 16, of Burr Ridge, Illinois, 
Tammy wants to know: 


“Are computers in other countries 
programmed in other languages, 
like French or German, or do they 
use the same programming lan- 
guages as we do?” 


Tammy, I bet you didn’t know that 
I speak a lot of foreign languages. In 
fact, here’s the answer to your ques- 
tion in Russian; HTYUIK 
XCVBNMIKL. (It’s in code, of 
course.) 


Now if you want the answer in 
plain old English, programming 
languages like BASIC are the same 
all over the world. Since BASIC and 
many other computer languages 
were developed in the United 
States, lots of programming lan- 
guages use English words. A Com- 
modore 64 or an IBM computer in 
Germany isn’t any different than 
one in Arkansas, It uses the same 
commands like GOTO, PRINT and 
INPUT. That means you can go to 
Japan or Mexico or Indonesia, pick 
up acomputer magazine, and be 
able to read the programs. 

Of course, what you won't find in 
any other magazine is a computer 
expert like your old pal, Slipped. 
And you won't find the answer to 
the next question, from Wendy 
DeCoca of Bussey, Iowa. Wendy 
asks: 


“How small do you think com- 
puters will get?” 


I can understand why you're wor- 
ried, Wendy, but computers proba- 
bly won't get any smaller unless you 
put them in the dryer after you 
wash them. 

But seriously, the electronic parts 
of computers are already so small, 
it’s hard to imagine them getting 
any smaller, Remember, the part of a 
computer that does the actual add- 


ing, subtracting and other comput- 
ing is a microchip that is smaller 
than the fingernail of your little 
finger. So you could say that com- 
puters are already very, very small, 
Computer chips like these are 
already put into watches, TVs, auto- 
mobiles and all kinds of other 
machines. 

Of course, when we think of a 
computer, we usually think of a 
machine with a keyboard and a dis- 
play screen. For around $800 you 
can buy a lap-sized computer with a 
keyboard, screen, disk drive and 
even a tiny printer. That kind of 
computer weighs less than 10 
pounds and will fit inside a brief- 
case, Pretty small, huh? Even my 
lunch doesn't weigh less than 10 
pounds and fit inside a briefcase! 

But one thing that’s always too 
small is the amount of space we 
have for the show. Remember, I'll be 
back next month, so if you have any 
computer questions (or answers) 
send them to: 


The Slipped Disk Show 
3-2-1 CONTACT Magazine 
1 Lincoln Plaza 

New York, NY 10023 
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Slipped Disk helps build strong bodies 
12 ways. 


ACROSS 
1. Akind of apple 
8. Areal computer 

wizard (Rhymes 
with cracker) 

13. You acom- 
puter file 

14. What you do at the 
dinner table 

16. and Pa 

17. Throw darts 
a dart board 

18. It has to do with 
teeth 

20. Anything you 
plugin 

21. Musical notes 

23. Los Angeles 
(abbreviation) 

24. What you say when 


you laugh 
26. He is, you are, 


28. GO (BASIC 
command) 

30. Long walks make 

d feet 

33: What ESC stands 
for 


35. , crackle, pop 

37. Ditches in a road 

39. A large cow 

40. A boat 

41. What you get when 
you cry 

43. You need a jack to 
change one 

44, Don't stub your 


45. Niagara 
46. Soda pop, root 


47. Either/. 
48. I am, you are, he 


50. Connecticut 
(abbreviation) 

51. Estimated Time of 
Arrival (abbreviation) 


. Farmers grow 
. He makes you fall 


. Lets your computer 


act like a typewriter 


. Public Broadcasting 


System (abbreviation) 


. You make maple 


syrup from this 


. A long time 
. Princess 
. Homophone for buy 
. An animal that 


looks like an otter 


. Alan Alda (initials) 


screen 


. Holds down ropes 


fora tent 


in love 


. Lane (abbreviation) 
. Education 


(abbreviation) 


. Looks like a weasel 


ora marten 


DOWN 


1 


. A gorilla is an 
. Floppy disks have a 


. Sends computer 


signals over phone lines 


hole in the 


. You put a disk 


a disk drive 
“Snow White” is a 
fairy 
You use your eyes to 
A way 
Amount (abbreviation) 
A fish that rhymes 
with harp 


. Every one 


Route (abbreviation) 


. Coffee or ——? 
. Would you like a 


pear or apple? 


. A flavoring from the 


bark of a type of bush 


. The original home 


computer 


27. Master of Ceremo- 
nies (abbreviation) 

Instruments 
(Computer maker) 

29. As slow asa — 

31, Less than two 

32. Computers give 

messages 

oats , phone 
home.” 

34. Homophone for 
pole 

35. SuperSonic Trans- 
port (abbreviation) 

36. We breathe this 

38. Hackers 
computers 

41. A diet cola 

42. I'm not hungry, I 
just 

43. A disk 

47. Over time 
(abbreviation) 

48. Opposite of out 

49. Shock 

50. A small stream 

53. International Busi- 
ness Machines 
(abbreviation) 

54, “ on earth” 

55. Key- 

56. Saturday Night 
(abbreviation) 

58, When you turn 
around, you do an 

face 

60. A floppy — 

61. Identification 
(abbreviation) 

64. Slow asnail 

65. Sun. 

66. Opposite of far 

68. Vice President 
(abbreviation) 

69. Economics 
(abbreviation) 

70. You wear a bow___ 

74. Part Time 
(abbreviation) 


28. 
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All software is rated on a scale 
of one to 10, based on Phil and 
Bill’s overall reaction. A rating of 
10 is the very best. 


Transformers—Battle 
to Save Earth 


SS Eee 
(Activision, Commodore 64/128, 
$34.95) 


Description: Based on the TV 
characters, this is a combination 
strategy and action game. 
Playability: Keeps your interest. 
Best for Transformers fans. 
Graphics: Wonderful! 
Originality: Nothing new, but it’s 
still fun. 

Rating: 7 


Transformers pits the evil 
Decepticon robots against eight 
Autobots. The Decepticons try to 
drain Earth’s energy supply while 
you try to stop them with the 
Autobots. You must monitor the 
map on your screen and move the 
Autobots from one position to 
another as the Decepticons shift 
their forces. 

At any time, you can view the 
action through the eyes of one of 
your Autobots. The strategy in this 
game is to juggle your forces to 
fight the shifting enemy. 
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Previews 


by Phil Wiswell and Bill Gillette 


Airheart 


(Broderbund, Apple II, $40) 


Description; A shoot-em-up sci-fi 
war game. 

Playability; Not much, gets tire- 
some after a few tries. 

Graphics: The motion of the 
screen is jerky and makes it diffi- 
cult to maneuver. 

Originality; Same old thing. 
Rating: 3 


We didn’t expect it from Broder- 
bund, but this is one of the worst 
games we've looked at all year. It’s 
just another shoot-em-up with 
nothing exciting or original. 

In Airheart you fly a “jet-sled” 
over and under water, fight robots 
and find treasures. That might 
sound like a good game, but Air- 
heart is not. The main problem is 
that flying the jet-sled is very hard, 
if not impossible. 

The rules don’t really explain 
the game well enough, either, It's 
easy to figure out what to do with 
the seven different kinds of ene- 
mies—you blast them. But we 
couldn't figure out how to find any 
treasure and get home with it. This 
game is so hard that, after a while, 
we didn’t care about winning—or 
playing. 


World Games 


EE a 
(Epyx, Commodore 64/128, $35; 
also for the Apple II, IBM, Amiga, 
Atari ST) 


Description: A series of eight 
sporting events from around the 
world for one to eight players. 
Playability: Lots of variety in the 
games. Great for group play. 
Graphics: Lots of detail and gener- 
ally well done. 

Originality: Similar to other Epyx 
sports games, 

Rating: 7 


One of the best things about this 
game is that up to eight players 
can play, and it's fun even if you 
just watch, The eight events are 
from eight different countries: cliff 
diving from Mexico, log rolling 
from Canada, sumo wrestling from 
Japan, etc. As you move from 
country to country you are treated 
to text describing the next event. 

All events are controlled with 
the joystick, though different 
moves are required for each. Barrel 
jumping, from Germany, was one 
of our favorites. Some games were 
a little boring, such as weightlift- 
ing, but others, such as log rolling 
and bull riding, keep things moving. 


Countries and 


Continents 
[ie ie a T aaa 
(CBS Software, Apple II, $39.95) 


Description: A lesscn on world 
geography in four game-like 
activities. 

Playability: Difficult to learn, and 
slightly boring to play. 

Graphics: Okay, for an educational 
program. 

Originality: A good idea, but not 
done well. 

Rating: 5 


We had high hopes for this pro- 
gram, but we were disappointed. 
We know this is supposed to be 
educational, but that doesn’t mean 
it has to be dull. 

One of the games, “Nation Com- 
bination,” was fun and made you 
think. Two players are dealt 
“hands” of five countries each. 
Other countries are displayed on 
the screen and you must try to 
match it with the one in your hand 
by finding a country with the same 
language, continent, etc. 

“Flag Frenzy,” another game, 
had a little more action. You score 
points for identifying flags of dif- 
ferent nations as you move a flag- 
pole sitter back and forth among 
five flagpoles. The fourth activity 
isn’t a game at all, but a database 
with information on over 140 
countries. You can learn a lot by 
using it. 


Robot Rascals 
[aS eS 
(Electronic Arts, Commodore 64, $40; 


also for the ili ") 


Description: A cross between a 
computer game, a scavenger hunt, 
a board game and a card game. 
Playability: Easy to learn, and 
keeps you interested. 

Graphics: The animated playing 
pieces are great. 

Originality: A very neat idea. 
Rating: 8 


This scavenger hunt pits two to 
four players against each other in a 
race to find hidden objects. The 
items are hidden somewhere on 
the “board,” which is your com- 
puter screen. Each player is dealt 
cards at the beginning of the game 
that show the objects he or she 
must find. Since the objects are 
hidden in a different spot each 
time you play, no two games are 
the same. 

Your playing piece is an ani- 
mated robot which you move 
around the screen with a joystick. 
Each robot moves differently, and 
watching them is part of the fun. 
The robots have “scanners” which 
help you locate items. As you 
move around, you have to watch 
out for fences, lakes, trees and 
other natural hazards. 

What really makes this game fun 
is playing it with other people. We 
love multi-player games like this 
and want to see more of them. 


Toy Shop 
COCE E 
(Broderbund, Macintosh and IBM, 
$64.95; also for Apple II and 


Commodore 64/128, $59.95) 


Description: Lets you print out 
and put together 20 different paper 
models of toys with moving parts. 
Playability: A lot of fun, but takes 
some work. 

Graphics: On the Macintosh, they 
were superb. 

Originality: This is a brand new 
activity for the home computer. 
Rating: 8 


e perched on the 


point of a pin. 


Press RETURN te select, 
ESC te 90 back 


With this program you can cre- 
ate beautiful three-dimensional 
paper models without being an 
artist or an engineer. 

The 20 toys you can make 
include a steam engine, a carousel 
and a spaceship. You select the 
model you want to create, and 
decorate it with designs, text, or 
your own drawings. When you're 
ready, you print the model on a 
piece of the special cardboard 
included with the disk. Then you 
cut out the pieces of the model and 
glue them together. 

We thought this was a great pro- 
gram and the models don't just 
look good—they actually work! 
For example, the Helicraft actually 
flies! 


Phil Wiswell, father of three, is a 
computer consultant and writer. 
Bill Gillette, 16, is a student with a 
passion for computers. 
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What Did You Say? 


A Word Jumble Game 


What does RTEAG spell? You'll 
have to figure it out if you want to 
win this word jumble game. You 
play it with a friend and a computer, 
and we think it’s GREAT! 

You and your opponent take 
turns typing in words that are less 
than 10 letters long. While one 
player types, the second player 
closes his or her eyes. Press 
RETURN or ENTER and the com- 
puter will jumble the letters. Then 
the second player has four chances 
to guess the original word. If you get 
itright, you get one point for every 
letter in the word. If you don’t guess 
it, then your opponent gets the 
points. The first player to score 30 
points wins the game. 

This program was adapted from 
one sent in by Brian Gillingham, 
17, of New Alexandria, Pennsylva- 
nia. KHNATS A LTO, Brian for this 
DOWRENLUF game. 


TI99/4A 


5 DIMP$(2) 

10 DIM WW$(10) 

20 CALLCLEAR 

30 FORP=1TO2 

40 PRINT “INPUT PLAYER #";P;" 
'S NAME”) 

50 INPUT P$(P) 
NEXT P 


70 REMGAME LOOP 

80 CALLCLEAR 

90 PRINT “SCORE:” 
TEOR “—";S(1), P$(2); 


E 
a 
Z 
E 
$ 
3 
š 
2 


120 
130 
140 
145 
150 


160 
170 


180 
190 
200 
210 
220 
221 
230 
240 
245 
250 
260 
270 
280 
290 
300 
310 
320 
330 
340 
345 
350 


PRINT “IT'S” ;P$(P); “ 'S TURN” 
D=2 

IF P+1 <3 THEN 150 

D=1 

PRINT P$(D);"" CLOSE YOUR 
EYES" 

PRINT 

PRINT P$(P); “ENTER YOUR 
WORD" 

INPUT W$ 

IF LEN(W$) > 10 THEN 170 


wwsq) =" 
NEXT I 
CALL CLEAR 


W1$=SEG$(W$,¥,1) 
W2$=W2$&W1$ 

PRINT W1$; 

CALL SOUND (100,294,2) 
FOR B =1 TO 300 
NEXT B 

NEXTI 


CALL CLEAR 

G=1 

PRINT P$(D):" YOU HAVE 
4 GUESSES” 

REM GUESS LOOP 
PRINT 

PRINT W2$ 

PRINT “GUESS #";G 
INPUT G$ 

IF G$=W$ THEN 460 
G=G+1 

IF G > 4 THEN 500 
GOTO 380 

PRINT “RIGHT!” 

S(D) =S(D) + LEN (W$) 
IF S(D) > 29 THEN 650 
GOTO 530 

PRINT “WRONG!” THE WORD 
WAS:";W$ 

S(P) =S(P) = LEN(W$) 

IF S(P) < 30 THEN 530 
D=P 

GOTO 550 

FORB= 1 TO 500 
NEXT B 

GOTO 70 

CALL CLEAR 

PRINT P$(D); “ WON!!!" 
PRINT “GAME OVER” 


Atari 


10 
20 
30 
40 
50 
60 
70 
80 
90 
100 
110 
120 
130 
140 


150 
160 
170 


180 
190 


200 
210 
220 
230 
240 
250 
260 
270 
280 
290 
300 
310 
320 
330 
340 
350 


360 
370 
380 
390 
400 
410 
420 
430 
440 
450 
460 
470 
480 


490 
500 


510 
520 
530 
540 
550 


P=2 

DIM W$ (20), G$ (10) 
DIM W1$ (10), S (2), W(10) 
FORI=1TO2 

S()=0; NEXTI 

REM GAME LOOP 
FORI=1 TO 10 

W(1)=0: NEXTI 

PRINT CHR$ (125) 
PRINT 


P=P+1:IF P>2 THEN P=1 
PRINT “PLAYER #";P; "S 
TURN” 

D=2 

IFP+1=3 THEN D 
PRINT “PLAYER # 
YOUR EYES" 
PRINT 

PRINT “PLAYER #";P; “ENTER 
YOUR WORD" 

INPUT W$ 

IF LEN(W$)>10 THEN 180 
PRINT CHR$(125) 

W1$ =" ": X=|LEN(W$) 
FORI=1TOX 

Y=INT(RND (0)*X) +1 

IF W(Y) = 1 THEN 250 

WY) =1:W1$(1,) = W$(Y,Y) 
SOUND @, 40, 12, 15 

FOR B=1 TO 260:NEXT B 
PRINT W1$(1,); 

SOUND 0,0,0,0 

FOR B=1 TO 200:NEXT B 
NEXTI 

PRINT CHR$(125):G=1 

PRINT “PLAYER’ "YOU 
HAVE 4 GUESSES. 
REM GUESS LOOP 
PRINT : PRINT W1$ 
PRINT \GUESS#";G 
INPUT G$ 

IF G$=WS$ THEN 440 
G=G+1 

IF G>4 THEN 480 
GOTO 360 

PRINT “RIGHT!” 

S(D) =S(D) + LEN(W$) 
IF S(D)>29 THEN 530 
GOTO 510 

PRINT “WRONG! THE WORD 
WAS:";W$ 

S(P)=S(P) + LEN(W$) 

IF S(P)>29 THEN D=P:GOTO 
530 

FOR B=1 TO 1000; NEXT B 
GOTO 60 

PRINT CHR$(125) 

PRINT “PLAYER #”;D; "WON!" 
PRINT “GAME OVER” 


“CLOSE 


10 
20 
30 
40 


50 
60 
70 
80 
90 
100 


110 
120 
130 
140 
150 


160 
170 


180 
190 
200 
210 
220 
230 
240 
250 
260 
270 
280 
290 
300 
310 
320 
330 
340 
350 
360 
370 


380 
390 


Apple 


DIM P$(2), WW$(10), S(2) 
HOME 

FORP = 1TO2 

PRINT “INPUT PLAYER #";P; 
“S NAME" 

INPUT P$ (P) 

NEXT P 

REM GAME LOOP 

HOME 

PRINT “SCORE:” 

PRINT P$ (1); “—"; S (1),P$ (2); 
“—"; S (2) 
P=P+1:IFP>2THENP=1 
PRINT “IT'S";P$(P); " ' $ TURN" 
D=2 

IFP +1=3THEND=1 
PRINT P$(D); “CLOSE YOUR 
EYES" 

PRINT 

PRINT P$(P); “ENTER YOUR 
WORD" 

INPUT W$ 

IF LEN (W$) > 10 THEN 170 
wag =""" 

FORI = ØTO 10 

WW$ (1) = "": NEXTI 
HOME 

PRINT : PRINT 

X = LEN (W$) 
FORI=1TOX 

Y = INT (RND (1) * X) +1 
IF WW$ (Y) = "—" THEN 270 
WwWwWș$ (Y) = “—" 

W1$ = MID$ (W$, Y, 1) 

Ww2$ = W2$ + W1$ 

PRINT W1$; 

PRINT CHR$ (7); 

FORB = 1 TO 1000; NEXT B 
NEXTI 

HOME :G = 1 

PRINT P$(D); “YOU HAVE 4 
GUESSES." 

REM GUESS LOOP 

PRINT : PRINT W2$ 


400 PRINT “GUESS #";G 

410 INPUT G$ 

420 IF G$ = W$ THEN 460 

430 G=G+1 

440 IFG>4THEN500 

450 GOTO 380 

460 PRINT “RIGHT!” 

470 S(D) = S(D) + LEN (W$) 

480 IFS (D) >29 THEN 550 

490 GOTO 530 

500 PRINT “WRONG! THE WORD 
WAS: ";W$ 

510 S(P) = S(P) + LEN (W$) 

520 IF S(P)>29THEND = P: GOTO 
550 

530 FORB = 1TO 1000: NEXT B 

540 GOTO70 

550 HOME 

560 PRINT P$ (D); “ WON!” 

570 PRINT “GAME OVER” 


Use the Apple program, change 
all HOME statements to CLS. 
Change line 330 to: 330 BEEP 


Commodore 64/128 
ae nS > 
Use the Apple program; change 
all HOME statements to PRINT 
CHR$(147). 
Delete line 330. 


Send Us Your Programs 

If you’ve written a program you'd 
like us to print, send it in. Include a 
note telling us your name, address, 
age, T-shirt size and type of com- 
puter. If we like it, we'll print it and 
send you $25. 

All programs must be your own 
original work. We cannot return 
programs. Please do not send disks. 

Send your program to: 


Basic Training 

3-2-1 CONTACT Magazine 
1 Lincoln Plaza 

New York, N.Y. 10023 
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Do fish sleep and, if so, do 
they close their eyes: 


È All fish need 
rest, just as you do. Different kinds of fish have 
different ways of taking a snooze. Some fish sleep on 
the ocean or lake bottom, resting on their bellies. 
Others burrow into the sand. Still others float in 

the water. 

But even though fish sleep, they never close their 
eyes. You could stand in front of a fish tank for hours 
and never see a fish blink. Is it sleeping or not? 
You’d never know for sure. Fish don’t close their 
eyes because they can’t. They have no eyelids! 

So how can a fish fall asleep if it can’t close its 
eyes? A fish’s brain shuts out light and allows it to 
sleep. This is something like what happens to you 
when you are asleep—not to your eyes, but to your 
ears. Your ears stay open as you snooze, but your 
brain shuts out most of the noise. 

Question sent in by Melodie Smith, Catoosa, OK. 


Why do teenagers get so many 
pimples? Ina few short years you'll be reach- 
ing your teens. You will grow taller and your body 
will mature. That’s good! You will also be faced with 
the problem of acne. That’s bad! 

Most of the changes your body will go through are 
caused by hormones. These chemicals are made 
inside you. They send signals to different parts of 
your body and help control what these body parts do. 

Hormones control the glands in your skin. These 
glands release oil which keeps your skin smooth and 
soft. Hormones in teenagers are very active. They 
may send too many signals to these glands. The 
glands give off too much oil. The oil helps block the 
tiny openings in your skin. The result? Zits! 

There is not a whole lot you can do about this. 
Keeping your face clean will help. But mainly you 
have to wait until you are older. As the hormone 
activity slows down, your skin clears up. 

Question sent in by Christa Storey, New York, NY. 


Do you have a question that no one seems able ant A 
to answer? Why not ask us? Send your question, PO. Box 599 


along with your name, address, and age, to: Ridgefield, NJ 07657 


How does the earth get its 
atmosphere? Take a deep breath. Big deal, 


right? It’s only air. But what air! That special mix of 
gases is what makes life possible on earth. 

The earth’s atmosphere is a mixture of gases that 
formed after the earth did. Billions of years ago, the 
earth was very, very hot. The inside was all melted 
rock. From this melted rock, chemicals rose to the 
surface. Some of the chemicals combined to form 
water. Others kept rising. These became the 

atmosphere. 

At first, there was little oxygen in the atmosphere. 
Over many millions of years, the amount of oxygen 
in the air increased. 

Today, the earth’s atmosphere is made of several 
gases. It’s mostly nitrogen gas, But there's also 

oxygen, carbon dioxide and argon gas. Because 

of the pull of earth’s gravity, these gases stay put, 

like a shell surrounding the earth. 
Question sent in by Alex Tsotsos, Palm Harbor, FL. 


What is the moon made of? 

In 1969 people got the chance to find out for sure. 

Astronauts landed on the moon for the first time. 

They brought back samples of rocks and soil from 
the moon’s surface. 

By studying these different samples, people soon 
discovered what the moon is made of. The rocks and 
dirt on the moon are made of almost the same 
minerals as the rocks and dirt on earth. 

There are two main kinds of rocks on the moon. 
One was formed by crashing meteorites. The other 
kind is made of tightly-packed moon soil. 

In some places, moon soil, which looks like gray 
dust, is one mile deep. But, even though there is soil 

there, nothing grows on the moon because there is 
no water. Oh yes, one other thing the moon doesn’t 


have—green cheese! 
Question sent in by Lance Davis, Pueblo, CO. 
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Hold on to your CONTACT! There are more sur- 
prises in store for you this month in EXTRA! 


Spinning Spiral 
Here's a fun trick that will turn a 
light bulb into a wind machine—just 
perfect for March days! Ask an adult 
to help you. 


What You Need: 
a piece of paper 
scissors 

a pencil 

a light bulb 


What To Do: 
1. On a piece of paper, trace the circle shape. 
(See drawing.) 
2. By gradually cutting in from the edge of the 
circle, cut out a spiral. 
3. Balance the center of the spiral on the point of 
a pencil. Be careful, don’t make a hole in the 
paper. 
4. Switch on the light bulb. Wait a few minutes 
until the bulb gets hot. Don’t touch the bulb! 
5. Hold the pencil with the spiral over the light 
bulb. What have you got?—A spinning spiral! 
Why It Works: 

The bulb warms the air around the spiral. 


These warm currents create a wind that causes 
the spiral to spin—just like a pinwheel. 


Shake, Rattle and Roll 
You can learn more about earth- 

quake safety from the folks who bring 

you Yogi Bear. A free comic book is 

yours for the asking. Just write: 

Yogi Bear Preparedness Booklet 

City Hall 

200 North Spring St. 

Los Angeles, CA 90012 


Egg-citement 
Scientists are working to 
make buildings stronger and 
safer in earthquakes. This 
experiment will prove how 


the dome shape of eggs 

makes them tougher than 

you think! 

What You Need: 

4 raw eggs a bunch of books— 
scissors all about the same size 
masking tape 

What To Do: 


1. Gently break open the small end 
of each egg by tapping it on a table 
or counter. Very carefully peel away 
some of the eggshell. 
2. Pour out the egg. 
3. Put a piece of masking tape 
around the middle of each eggshell. 
(This keeps the eggshell from 
cracking when it’s cut.) 
4. Cut through the strip of 
masking tape. When you’re 
done, you should have four 
half-eggshells. The edges 
should be smooth and even. 
5. Put the eggshells, open end down 
on a table or floor. The shells should be in 
the shape of a rectangle. The rectangle should be 
slightly smaller than the size of your books. 
6. Place one of the books on the eggshells. Keep The eggshells you used are shaped like minia- 
adding books until the eggs crack. ture domes. Domes are very strong shapes. No 
How many books did you stack before the egg- single spot on a dome supports the whole 
shells cracked? Try weighing the books to see weight of an object. So architects use domes on 
how much weight the eggshells held. large buildings like ice rinks and sports arenas. 
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Why It Works: 


s r 
Readers 1 What animal can never be way ae, 
i Riddles Amy Scott, Ypsilanti, Michigan 
oe : | What would this country be called if everyone 
j In September's drove a pink car? Michael McIntyre, Perry, Florida 
- EXTRA! we asked you 
* to send us your funniest z $ TA 
F- a What will the Bionic Woman’s baby have lots of? 
7 riddles and jokes, Here are Christy Herwig, Randolph, Vermont 
some that really tickled our 
funny bone. The answers are Why does Saturn have rings around it? 


DoS S on the Did It! page. Heather Roberts, Tullahoma, Tennessee 
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Picture This! Readers’ Riddles 
1. A cheetah, 2. A pink carnation, 3. Supervision, 
CONTACT READERS PREDICT 4. Because there was no comet to scrub them away 
CURES BY 2006* 


Cover Maze 

Did you notice the shopping 
mall, amusement park, 
baseball stadium, 


swimming pool 
and, of course, 
the alien 
creature? 
WHERE PEOPLE WILL LIVE 
IN 19 YEARS: 
Under Under In space: 
ground: water: 48% 
55% 51% ADVERTISEMENT 


Are you ready for new, bigger adventures? 
Micro z More challenging choices? More thrills? 
Mystery i ing More danger? Then step up to a— 


N CHOOSE YOUR OWN ADV. 


Answer: 


Bobby 
Burglar 


miplala >} 
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PRA: 


Available wherever paperbacks are sold. When you come to pick up your copy, look 
for full details on how to enter the SUPER ADVENTURE SWEEPSTAKES. You could 
40 { win an incredible shopping spree of up to $200! No purchase necessary. 


LE ARNING Sesame Street Magazine 
rz 

ISFUN... (8 2st. 

eee NOCES ee 


ful surprises, ten terrific 
times a year. (It's the 
entertaining education that 
Sesame Street does best!) 
Puzzles, cut-outs, games, 
A-B-C’s, 1-2-3’s,,..there’s all 
the magic of the TV super- 
series in every colorful 

issue. 


1 year (10 issues) for only $10.95 


The Electric Company Magazine 


ts amusing, 
playful, absorbing, 
and educational for 


beginning and young 
readers ages 6 to 10, Enjoy 
ten colorful issues filled with 
puzzles, games, cut-outs, 
stories, jokes,..and sunny 
smiles, 


e-s CONTACT 1 year (10 issues) for onk. $10.95 


3-2-1 Contact 


n entertaining, 
informative 
adventure in science 

and technology for 8 to 
14-year-olds. Each of 
CONTACT's ten big issues is 
packed with puzzles, proj- 
ects, experiments, and 
colorful feature stories, PLUS 
a new ENTER computer sec- 
tion with programming, 
news and reviews. A fun, 
involving way to learn! 


1 year (10 issues) for only $11. 95 


Ifthe order card is missing, please send your order to: 
Children’s ee Workshop 
One Lincoln Plaz 
New York. NY 10023 


